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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 


INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 
* Take a 10 to 15 minute break every hour, even if you don't think you need it. 
* If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 
* If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING - Battery Leakage 


\ Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 

j * Do not mix used and new batteries (replace all batteries at the same time). 

* Do not mix alkaline and carbon zinc batteries. 

* Do not mix different brands of batteries. 

+ Do not use nickel cadmium batteries. 

* Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

* Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

+ Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

* Do not recharge the batteries. 

* Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

+ Do not dispose of batteries in a fire. 
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Duel Controls 52 


CHARACTERS — > 


MAIN CHARACTER 


You, the player, are the main character in the game and a good friend of Yugi and Joey. 
The three of you join the Battle City tournament sponsored by Kaiba Corporation without 
knowing what is really in store for you... 


JOEY WHEELER 


Joey comes off as a tough kid 
from the street, but really he* ~ 
has a heart of gold. He's short- 
tempered and extremely 
protective of his friends. He is 
also one of Yugi's most trusted 
partners. 


SETO KAIBA 


Seto is president of the Kaiba 
Corporation. He is one of the 
best, and probably the most 
aloof, of all Duel Monsters 
players in the world. 


YUGI MUTOU 


When Yugi solved the 

g "Millennium Puzzle", he 
gained dark and mysterious 
powers. He's got a big heart 
and is always genuine in his 
efforts to help others. 


YAMI YUGI 


Yami Yugi is Yugi's alter ego. 
He used to be locked inside 
the "Millennium Puzzle". 


CHARACTERS 


It there's one thing Rex hates, 
it's sneaking around. With his 
Dinosaur Deck, Rex is always 
ready to face a challenge 
head-on. 


Espa is a psychic duelist. They 
say that he can use telepathy to 
read an opponent's hand. 


Bonz is a lot like the Ghost 
Deck he uses. He shuns the 
sunlight and prefers to stay 
in dark places like the 
cemetery. 


Weevil is a cunning duelist who 
also likes to cheat. He uses an 
Insect Deck. 


GHOULS 


The Ghouls are a secret group of hunters who steal rare cards from other duelists. 
Operating undercover around the world, they have now managed to sneak into the 
Battle City tournament. Whatever it is they're planning, you can be sure they're up 
to no good... 


CHARACTERS 


GAME CONTKOLS 


Control Pad 
COMMON 


Move the cursor and select menu items or 
cards. 


MAP 


Move the main character (hold down the B 
Button to move twice as fast). 


Control Pad UP and DOWN: Scroll through 
the card list (hold down the R Button to scroll 
in groups of 50 cards on the Trunk Screen or 
groups of ten cards on the Deck Screen). 
Control Pad LEFT: Return the selected card 
from your Deck to the Trunk on the Trunk 
Screen. 

Control Pad RIGHT: Move the selected card 
from the Trunk to your Deck on the Trunk 
Screen. 


[ea GAME CONTROLS 


MAP 


Display the Menu Screen. 


Display the menu for 
changing the card sort 
order. 


SELECT 
MAP 


Display the Menu Screen. 


Press to switch card 
sorting order. 


[COMMON] means a control is used throughout the game. [MAP] means a control is used on 
the Travel Map Screen, [DECK] means a control is used on the Trunk and Deck Screens and 
[DUEL] means a control is used on the Duel Screen. 


K Button 


MAP REET 


Challenge the Display information 
character directly in about your opponent's 
front of you to a duel. hand. 


L Button 


Display the next set of | Hold down to display 
card information. the ATK and DEF of a 
card. 


A Button 
COMMON MAP 


Enter menu, command and card selections. | Speak to a character directly in 
Scroll through long messages. front of you. 


B Button 


COMMON SR 


Cancel selection of a menu item or Display the Sub-Menu Screen. 
command. Return to previous screen. 


GAME CONTROLS 


STARTING A GAME 


Insert the Game Pak into the Game Boy® Advance and turn the power ON. When the Title 
Screen appears, select [NEW GAME] or [CONTINUE] to start a game. 


Start a new game from the beginning. 

When playing for the very first time, [NEW GAME] is selected 
automatically. If data exists from a previous game, [CONTINUE] is 
selected. If you want to start a new game, use SELECT to select [NEW 
GAME] from the menu. 

Press the A Button to display the Name Entry Screen. 


If game data exists from a previous game and you select [NEW 
GAME], the screen shown at the right is displayed. If you then select 
[Yes] and press the A Button, any previous saved game data will be 


deleted and the game will start from the beginning. To keep previously [ 
saved game data, select [No] and press the A Button. You will be 
returned to the Title Screen. 


(eH STARTING A GAME 


Enter a name for the main character using up to 8 letters. Once 
the game starts, you will not be able to change the main 
character's name. 

Follow the steps below to enter a name for the main character. 


Input Cursor 


Use the Control Pad to move the selection cursor over a letter, 
then press the A Button to enter that letter. Press the B Button 
to erase letters. Use the L and R Buttons to move the Input Cursor. 

When you have finished entering a name, press START. The cursor 
will move to [OK]. Press the A Button to save the main character's 
name. 


After you have entered a name for the main character, the game 
starts in the main character's room. 


STARTING A GAME (ey 


ee eee ee 


Continue playing a previously saved game. 
If data exists from a previous game, [CONTINUE] is automatically selected. Press the A Button 
to load saved game data. The game begins in the main character's room. 


Game data is not saved automatically during the game. Since you 
can only save one set of game data, your saved game data is 
overwritten each time you choose to save a game. 

Game data can only be saved from the PC in the main character's 


room. 


Approach the PC and press the A Button. 

You will be asked if you want to save game data or not. Select 
[Yes] and press the A Button to save game data. Select [No] and 
press the A Button if you decide you don't want to save game data. 


STARTING A GAME 


GAME FLOW 


One of Yugi and Joey's closest friends and a fellow duelist, you have 
joined the Battle City tournament sponsored by Kaiba Corporation. As 
the game begins, Kaiba will give you a brief introduction to the Battle 
City tournament and explain the rules, so pay attention. 

Your goal will be to obtain six Locator Cards in order to qualify for the 
finals of the Battle City tournament. Make your way around Domino 
City, speak with other duelists and challenge them to duels. Good luck! 


You may not win a Locator Card for every duel that you win. In order 
to win a Locator Card, your opponent must bet a Locator Card on the 
duel - and, of course, you have to beat him. 


> . * 
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GAME FLOW §§ 


Maps 4 Bes. 
There are two different kinds of Map Screens in the game. Use the [Local Map] when walking 
around the city and the [World Map] to get an overall view of Domino City. 


Local Map — 


You can walk around, talk to other characters and duel on the local map. 

The size of the map changes depending on your location. For maps that are two or more 
screens wide, move to the edge of one screen to display the next page of the map. To enter a 
building, simply walk right 

up to the entrance. Try to Clock Tower Park 

cover as much of the 
local map as possible. 


When you start a new To World Map 


game, the first area you 
get to see is "Clock 
Tower Park". The 
following is a brief 
introduction to the 
locations in that initial 
area. 


To Main Character's Room To Alley To Cemetery 


To Grandpa's Toy Shop To Kaiba Corporation 


GAME FLOW 


You can use this map to move to any place you want in Domino Cursor 
City. The more you play, the more of the city you will be able to “fe 
get to. You will not be able to use the World Map to leave "Clock 

Tower Park" before 9:00, when the Battle City tournament begins. 
Select the area you want to go to with the Control Pad and press 


the A Button. 
Selected Area 


The following actions are available on the [Local Map]. 


Move the main character with the Control Pad. Hold down the B Button 
when moving to make the character move twice as fast. 


GAME FLOW 


Press the A Button when another character is standing directly in front 
of you to talk to that character. You never know which character will 
share an important piece of information, so try to talk to as many people 
as possible. 


To challenge another duelist to a duel, press the R Button when that character is standing 
directly in front you. 

When you win a duel, your Duelist Level increases, allowing you to use more and more 
powerful cards. You can also win Locator Cards, other cards for use in duels and Money. 


For more information about duels ™ P.36 "Duels" 


Press START or SELECT on the Map Screen to display the menu. Use 
this menu to view information about the main character or check the 
cards in your Trunk and/or Deck. 

Press UP or DOWN on the Control Pad to select a menu item and then 
press the A Button to enter your selection. Press the B Button to return 
to the Map Screen. 


GAME FLOW 


The Trunk shows a list of all the cards used in the game; the Deck 
shows a list of the 40 cards you can use in a duel. You can view 
detailed information about each card from this list. You can also create 
a Deck from this screen. 


For more information about creating a Deck ™ P.29 "Deck Building" 


Displays the main character's current status. 


Name 
Your character's name. 


Duelist Level 


Your character's Duelist Level. A high level means that you can use powerful 70 
cards in a duel. Levels increase in proportion with your Deck Capacity. 


Deck Capacity 
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Your ability to create a Deck. A large Deck capacity means that you can create a Deck with 


more powerful cards. Deck Capacity increases when you win duels. 


For more information about Duelist Level & Deck Capacity ™ P.32 "Deck Building Rules" 


GAME FLOW 


Locator Card 
Total number of Locator Cards you have. 


Money 
Amount of Money you have. You earn money when you win duels. You can buy cards with 


Money or sell cards for Money in Card Shops. 


For more information about Purchasing Cards ™ P.16 "Card Shops" 


You can buy or sell cards here. You cannot sell a card when you only 
have one copy in your Trunk. 

Enter the card shop and talk to the sales person. Press LEFT and 
RIGHT on the Control Pad to select [Buy] or [Sell] then press the A 
Button to enter your selection. 


GAME FLOW 


Displays a list of the cards available for sale at the card shop. 


Card Sort Order 
The current card sort order. Press START or SELECT to change the card sort order. 


For more information about changing the card sort order ™ P.34 "Changing the Card Sort Order" 
1 \) ey SP ! 


Money Info 

"Money" shows how 
much money you 
currently have, "Sell" 
shows the purchase 
price of the selected 
card, and "Left" shows 
the amount you would 
have left if you 
purchased the 
selected card. 


Selection Cursor 

Move the cursor with the 
Control Pad and select a 
card. The selected card is 
highlighted. Scroll through 
the card list in groups of 
10 cards by holding down 
the R Button and using the | | 
Control Pad. 


Card Info 
Display information about the selected card. "Shop", "Bag" and "Deck" show the 
number of copies of the selected card available in each of those locations. 


GAME FLOW 


" 


Position the cursor over the card you want to buy. she Fee lt i 
Press the A Button to display the menu. Select a menu item then press the A oat = 
Button. Select [Details] to view detailed data about that card. Select [Buy] to Cancel 
purchase the card for a sum of Money. Select [Cancel] to close the menu. 
Repeat the steps above to buy more cards. Press the B Button to end the 
session. 


For more information about detailed card data =» P.20 "Cards" 


Displays a list of your cards (excluding those in your Deck). The basic controls 
and screen are the same as those for the "Buy" command. 

* On the Money Info screen, "Buy" shows the sales price of the selected card and ~ pee ape IES eee 
"Left" shows the total amount of money you would have if you sold the card. Ve ees PIR SPAS: 
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(1) Position the cursor over the card you want to sell. 


(2) Press the A Button to display the menu. Select a menu item, then 
press the A Button. Select [Details] to view detailed data about that 
card. Select [Sell] to sell the card for Money. Select [Cancel] to close 
the menu. 

Repeat the steps above to sell more cards. Press the B Button to 
end the session. 


GAME FLOW 


The more powerful the card, the higher the price. If a shop has a very limited number of 
copies of a particular card, the price of that card will be higher. The price of a card will 
decrease if the shop already has several copies of the card. 


Card Supplies 


There are two ways to increase the supply of cards available at Card Shops. 


Each time you win a duel, dozens of cards are delivered to card shops at random. 


Password Machine 


If you correctly enter the 8-digit numerical password printed on the bottom left ‘ AS 
of each "Yu-Gi-Oh! TRADING CARD GAME" card into the password machine OX%“N, at 
located inside a card shop, the card shop will receive one copy of that card. : —_ 
71205456781 Select numbers with the Control Pad, then press —,,.., Tommert 
orl the A Button to enter the number. To change a digit sword. 
j2O8 |i3 oe oh ‘ 
BB Bile you've already entered, select the digit with the B, L or R Button and input a 
88 Bie new one. 
| 2 ae |i igi 
© Eat} When you have entered all 8 digits, select [OK] then press the A Button. If the 


password is correct, one copy of that card will be supplied to the card shop. 


GAME FLOW 


~~ CARDS 


There are two types of cards: "Monster Cards" and "Special Cards". 


Use the [Details] command during the game to display detailed data about a card. 


Card Name Type 

Monster Cards: Shows 
the Type. 

Special Cards: Shows 


the Card Type. 


Cost 
Shows the card Cost. 


Card Notes 

Shows detailed notes about 
the card, such as the 
effects of Special Cards. 


Level 
Monster Cards only: 
Shows the level. 


Card Graphic 


Icon 
Monster Cards: Shows an icon 
representing the Type and 
Summon. 

Special Cards: Shows an icon representing the Card Type. 


Attack / Defense 
Monster Cards only: Shows the ATK and DEF points. 


CARDS 


Monster Cards only: Shows the Summon. 


Monster cards are the basic cards used to attack an opponent. Monster Cards must be placed 
in face-down position in the Monster Card Zone (this is called "Summoning") before you can 
give commands to monsters. First, let's take a look at the "Type", "Summon" and "Level" 
information for Monster Cards. 


There are 20 different monster types. Type affects the ATK and DEF points of a monster when 
in different types of terrain. This is called the "Terrain Effect". For instance, sea creatures are 
at a distinct disadvantage when fighting in the middle of the wasteland. When a monster is 
well suited to the terrain, there is a positive Terrain Effect that increases both ATK and DEF 
points (e.g. 1000 ™ 1300). When a monster is ill suited to the terrain, there is a negative 
Terrain Effect that decreases both ATK and DEF points (e.g. 1000 ™ 700). The following table 
shows the relationship between monster Types and various types of terrain ( O= well suited, 
X= ill suited). 


CARDS 
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CARDS 
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There are 11 different Summons that can affect the outcome of a duel. Some Summons are 
superior to others. When a monster with a superior Summon attacks one with an inferior 
Summon (or a monster with an inferior Summon is attacked by a monster with a superior 
Summon), the monster with the superior Summon will always win, regardless of ATK and DEF 
strengths. The following chart shows the icons used to represent Summons in the game as 
well as their hierarchical relationships. 


The three groups of Summons themselves 
do not have a hierarchy. For example, Pyro 
is neither superior nor inferior to Shadow. 


‘Biv Divine — This Summon is unique in 
the sense that it is inferior 


to no other Summon. 


CARDS 


Each Monster Card has a set "Level" which corresponds to the overall strength of the card and 
is indicated by the number of stars (from 0 to 12) shown on the card. 

To summon a monster of level 5 or higher, you will need to offer the required number of 
"Sacrifices" for that monster level (called a Sacrifice Summon). 


The Sacrifice Summon and Ritual Summon allow you to replace a monster already on the 
field with another more powerful monster. 

The monsters being replaced on the field are called "Sacrifices" and disappear from the field 
when the new monster appears. 


For more information about Sacrifice Summon & Ritual Summon ™ P.49 "Special Summons" 


Card Types 


In addition to Normal Monster Cards, there are also "Effect Monster Cards" that have some kind of special 
effect and "Ritual Monster Cards" that can only be summoned onto the field with a special summon. 


(Normal) Monster Cards 


These are Normal Monster Cards. You can summon one monster per turn. However, to 
summon a powerful monster of level 5 or higher, you will have to use a Sacrifice Summon. 


For more information about Summoning ™ P.52 "Duel Controls" 


CARDS 


Effect Monster Cards 


These are Monster Cards that possess some kind of special effect. You can 

summon these monsters the same way you summon Normal Monster Cards. 

You can activate the effects of these Monster Cards after you have summoned 

them, but the Monster Card must be in face-down position. Effect Monster 

Cards have a wide range of different special effects. See the detailed card Cw 
information to find out what special effect a particular Monster Card has. 


For more information about using effects ™ P.54 "Effect" 


"Obelisk the Tormentor", "Slifer the Sky 
Dragon" and "The Winged Dragon of Ra" 
are immune to the effects of Special Cards 
(except for power up/down effects and 


effects that restrict movement). For example, ini cd an . 
"Raigeki" will not destroy any of these cards. Obelisk the Slifer the The Winged 
Tormentor Sky Dragon Dragon of Ra 


CARDS 


The basic abilities of Ritual Monster Cards are no different from those of other 
Monster Cards, but they can be summoned in two ways. 
One way is to place the card in your Deck and summon the Ritual Monster Wes, 
Card from your hand just as you would a Normal Monster Card. 

The other way allows you to summon a Ritual Monster Card even when it is 
not in your Deck. Using a Ritual Card (Special Card) and offering three other 
Monster Cards as Sacrifices, you can summon a Ritual Monster Card (this is 
called a Ritual Summon). 


For more information about Ritual Cards ™ P.28 “Ritual Cards" 


Bokuroride 
eee) 


Card color is 
blue 


There are a variety of Special Cards with many different effects. When used wisely, they can 
help keep you in the lead during a duel or turn the tide of battle in your favor. Special Cards 
should be placed face-down in the Special Card Zone of the field. 


Special Cards can be broken down into three major categories based on their effects. These 
are "Spell Cards", "Trap Cards" and "Ritual Cards". 


CARDS 


There are three different types of Spell Cards. "Normal Spell Cards" affect players 
or cards, "Field Spell Cards" change the terrain of the field and "Power-Up Spell 


Cards" increase the abilities of certain Monster Cards. Spell Cards affect players 
or cards as soon as they are used. 


Normal Spell Cards si 
Normal Spell Cards provide a variety of effects, such as restoring your own Life Card color is 
Points or destroying all the cards on your opponent's field. green 


Field Spell Cards 

These cards are used to change the terrain on the Duel Field. All the Monster Cards in face-up 
position on the field are affected by changes to the field terrain. A change to the field terrain 
can often give the losing player a fresh chance in a battle. 


Power-Up Spell Cards 
These cards increase the abilities of certain Monster Cards by 500 points. Check the detailed 
data on each Power-Up Spell Card to see which Monster Cards can receive power-ups. 


Trap Cards all have a set of conditions which, when met, activate the trap. 
When an opponent performs an action such as attacking or summoning and 
that action meets the conditions on the Trap Card, the Trap Card effect is 
activated. There are many different types of activation conditions. 

Trap Cards placed face-down in the Special Card Zone during your turn may Card color is 
be activated during your opponent's next turn. They remain on the field until purple 
they are activated and are destroyed after activation. CARDS 


Ritual Cards 


Ritual Cards are used to summon a monster on the field with a Ritual 
Summon. Each Ritual Card can only be used to summon the monster 
indicated on the card. 

To summon a specific monster (indicated on the Ritual Card) to the field, you 
need to have two monsters (it doesn't matter what kind) on the field to be 
used as Sacrifices. Activate the Ritual Card, which should be face-down in the 
Special Card Zone, to complete the Ritual Summon. 


For more information about Rituals ™ P.56 "Ritual Cards" 


"Gate Guardian Ritual" and "Ultimate Dragon" are S31 @.ouard 
different from other Ritual Cards. They require three 
specific Monster Cards to perform a Ritual Summon. The 
Ritual Summon can only be used when these three 
specific Monster Cards are present on the field. 


Gate Guardian 
Ritual 
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~ = DECK BUILDING ~ 


Create a "Deck" (the group of 40 cards you use during a duel) by moving cards to and from 
your "Trunk" (the place where all of your cards are stored). 


The Trunk and Deck Screens share the same basic layout, but the card lists are different. The 
Trunk Screen shows all of the cards in the game, while the card list on the Deck Screen 
shows only those cards in your Deck. 

Press UP or DOWN on the Control Pad to scroll through either card list one card at a time. 
Hold down the R Button when scrolling to scroll in groups of 50 cards on the Trunk Screen and 
in groups of ten cards on the Deck Screen. 

Press START to display the Change Card Sort Order menu ( = P.34 "Changing the Card Sort Order"). 


DECK BUILDING 


Cards in Your Deck 


Total Cost / Deck 
Capacity Upper Limit 


Selection Cursor 
The selection 
cursor indicates 
the card currently 
selected. 


Card List on the Trunk Screen 


The card list on the Trunk Screen shows all of the cards used in the game. The cards already in your 


afgrauin nigh 


Card Sort Order 


Card Information 


possession are shown at the top, followed by the rest of the cards in the game. If you were to re-sort the card 
list by Cost, your cards would appear at the top of the list, sorted by Cost. The remainder of the cards in the 


game would then appear after your cards and they would also be sorted by Cost. 


DECK BUILDING 


This section gives details on card data. 


Card Icon 
This is a miniature card graphic. The color of the card edge indicates the card type. 


Monster Cards Special Cards 
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Normal Effect Ritual Spell Trap Ritual 


Copies in Your 
Trunk 


Copies in 


Your Deck 
Toggle Information with the L Button 


eg , : 
xy) 208 es 
Press the L Button to display the next set of card information. 
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ATK / DEF Icon Cost 


Level 
Displayed only for 
Monster Cards. 


Card Number 


Card Name 


DECK BUILDING 


Deck Building Kules 


Use the following rules when creating a Deck. 
A Deck should consist of 40 cards. 
You cannot use a card with a cost higher than your own Duelist Level. 
The total cost of the 40 cards in your Deck cannot exceed your Deck Capacity. 
You can have up to three copies of the same card in your Deck. However, you may only 
have one copy of "Limited Cards" and two copies of "Semi-Limited Cards". 


017 Right Leg of the Forbidden One 337 Raigeki 
018 Left Leg of the Forbidden One 672 Harpie’s Feather Duster 
019 Right Arm of the Forbidden One 784 Change of Heart 


020 Left Arm of the Forbidden One 789 Pot of Greed 
021 Exodia the Forbidden One 895 Monster Reborn 
336 Dark Hole 


894 Heavy Storm 
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Sometimes the "Copies in Your Trunk" card information on the Trunk 


Screen is displayed in red. This means that the Deck Building Rules 
prevent you from including that card in your Deck. 
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Building Your Deck 


Use the "Deck Screen Controls" and the "Trunk Screen Controls" to build your Deck. Remember 
that a Deck can only contain 40 cards, so when you want to re-build your Deck, you will need to 
remove any unwanted extra cards from your Deck before adding new cards from the Trunk. 


DECK SCREEN CONTROLS 


Press UP or DOWN on the Control Pad to Doi ear cometer ae oe Deck mrromsren cre 1) 
scroll through the card list and select a card. Mio Wks ie: 

Press the A Button to display the Deck Menu. Sov stone. 8h Detail Is 

Select [Details] and press the A Button to view —_Milus Rodiant__6_ 18 Ae Add to Trunk 
detailed data for the selected card. Select [Add "=" j a 


beleme! 


to Trunk] and press the A Button to return the 
selected card to the Trunk. 


Press START on the Card List Screen to display the menu. 
Use the Control Pad to select a sort order and press the A Button to enter. 
You can also press SELECT on the Card List Screen to change the 


sort order. The sort order switches each time SELECT is pressed. 
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TRUNK SCREEN CONTROLS 


Press UP and DOWN on the Control Pad to scroll through the card list  MARBRASTtazs“isseFsa"s084 1) 
and select a card. Press the A Button to display the Trunk Menu. Select gj") “tert se > 
[Details] and press the A Button to view detailed data for the selected prt. evamenaes - Vane Fe 

card. Select [Move to Deck] and press the A Button to move the “rst ical Nf “Seah 8 
selected card into your Deck. If a copy of the selected card is already in foe "he 6 = 
the Deck, you can return the copy in the Deck to the Trunk by selecting “= 8) "ses 

[Return to Trunk] and pressing the A Button. Trunk mercer comers 


You can also move a card from the Trunk to your Deck by selecting the 

4 card with the cursor and pressing RIGHT on the Control Pad. If there is Detal ls 
a copy of the selected card already in the Deck, you can remove it from at 
the Deck and return it to the trunk by pressing LEFT on the Control Pad. 


You will not be able to close the menu and return to the Map Screen 
if you have less than 40 cards in your Deck or the total cost of your 
cards exceeds your Deck Capacity. In this case, review your Deck The deck inst! nave A0 cards; 


and make any necessary changes before closing the menu. 
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Duels are conducted as card battles. 


This section explains the flow of duels. 


Press SELECT on the Map Screen to display the menu window. Build a 
Deck with the [Trunk] and [Deck] commands. 

“Duels start almost immediately after you challenge another character 
to a duel, so make sure that you build your Deck before challenging 
anyone else. 


ihe f eae 7 
You may challenge any of the characters in Domino City to a duel. ame a 
Stand directly in front of the character you wish to duel and press the R | / 
Button to challenge that character to a duel. The duel starts HL p00a 
immediately. 
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Select a card to bet on the duel. This card is called the Ante Card. The winner receives one card from 
the loser. If you lose the duel, you will lose your Ante Card. However, it is not necessary to bet a card in 
order to participate in a duel. 


When you win cards from an opponent you have defeated, the card you receive will depend 

greatly on the card you selected as your Ante Card. If you bet a high-level card, then you will receive a 
high-level card from your opponent. If you bet a low-level card, then you will receive a low-level card. If 

you have only one copy of a card in your Trunk, you may not use that card as your Ante Card. 


t 
} 
4 
| 
{ When your duel challenge is accepted, the Trunk Screen is displayed. 
Position the cursor over the card you want to bet on the duel. ty inite teats or = 
Press the A Button to display the menu. Select a menu item and press nee cmpleted 6. 8 


'"Blus-Eves tits 2980 798 ee 
* ig oNt..§ 2888 "8 q 


the A Button to enter your selection. Select [Details] to view detailed card 
data. Select [Use as Ante] to bet the selected card on the duel. Select 
[Cancel] to return to card selection. If you select a low-level card as your 

Ante Card, a Verify Screen like that shown to the right is displayed. If you're satisfied with your 
selection, select [Yes] and press the A Button. If 
you want to select a different card, select [No] 
This isa low level | ante and press the A Button. 


ser a card, Is that of 
@lke as Ante 
toncel oN 
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Ante Card Selection ends when you finalize your Ante Card choice. 


If you press the B Button on the Trunk Screen without selecting a card Is it ckay to exit without 


to bet, you will be asked if you wish to continue without selecting an Feral oO wee iat. 
Ante Card. Select [Yes] and press the A Button to skip Ante Card eves 


Selection. Select [No] and press the A Button to return to card selection. 


The duel starts when both players have completed (or skipped) Ante 
Card Selection. 


The duel ends when one of the players meets one of the victory/defeat conditions ( ™ P.46 
"Victory/Defeat Conditions"). 
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If you win the duel, both your Deck Capacity and Money increase. If your opponent had bet a 
card on the duel, then you will also receive that card (in the early stages of the game story, if a 
Locator Card was bet on the duel, you will also receive the Locator Card). 


Even if you lose the duel, your Deck Capacity and Money remain unchanged. However, if you 
bet a card on the duel, you will lose that card. (In the early stages of the game story, you won't 
lose any Locator Cards you bet on the duel). 


After a duel ends, the game starts up again from the main character's room. 


The following section explains the various areas on the Duel Screen. 

Use the Control Pad to move the cursor. When the cursor is over your cards or your 
opponent's cards in face-up position, card information is displayed at the bottom of the screen. 
The Duel Screen scrolls with the movement of the cursor. 
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Opponent's Monster 
Card Zone 


Your Monster Card 
Zone 

This is where you set 
Monster Cards. 


Your Hand 

Your hand is shown 
here. Select cards 
from here and set 
them on the field. 
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Cursor 


Opponent's Special 
Card Zone 


Your Special Card 
Zone 

This is where you 
set Special Cards. 


Card Information 
Information about 
the card currently 
highlighted by the 
cursor. Information 
about your 
opponent's cards in 
face-down position is 
not displayed. 
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Icons are used to represent card information. 


Summon Icon 

This is only displayed for Monster 
Cards and indicates the monster's 
Summon. 

Pyro Forest Wind Earth Thunder 
Aqua Shadow Light Fiend 
Dreams Divine 


E Mark 
Indicates that the card cannot 
receive commands. 


Sacrifice Number 
Shows the number of tribute monsters 
required to summon the Monster Card 
(only for Monster Cards that require 
tributes). 


Attack / Defense 
Shows the ATK (yellow) and DEF 
(blue) points (in hundreds; only for 
Monster Cards). 


Power-Up Level 
Indicates whether a Monster Card 
experiences a power-up/power-down down position. 
(a minus sign indicates a power- 

down) due to the effects of a Spell Card Color 

Card or some other effect. (Only for Indicates the card Class. 
Monster Cards). 


R Mark 
Indicates that the card is in face- 
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The card graphic also indicates the card's position (face-up or face-down). 


Face-Up and Face-Down Positions ftir : 
You can always see the card graphics of your ae I: 
own cards. If the card has an "R Mark", it 
means that the card is in face-down position. If 
you can see the card graphic of your 
opponent's card, it is in face-up position. If you 
cannot see the card graphic, it is in face-down 


position. Opponent: Face-Up Opponent: Face-Down 


i 
Attack Position and Defense Position TESS 
\ 


Face-up cards are in Attack position. Face- 
down cards are in Defense position. Attack Defense 


Player: Face-Up Player: Face-Down 
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Press the B Button during your turn to display the Sub-Menu Screen. Press the B Button again 
to return to the Duel Screen. 


Cursor 


Opponent 's Deck: 


Opponent's LP Cards Left 


Opponent's Graveyard 


Player LP Player Deck: Cards 


Left 


Player Graveyard 


Use the Control Pad to move the cursor and select a menu item, then press the A Button to 
enter your selection. 
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Details 

Position the cursor over your cards or your opponent's cards in face-up position on the Duel 
Screen and use this command to display detailed card information. 

Discard 

Use this command with the cursor positioned over one of your own cards on the Duel Screen 
to throw away cards (you may discard cards from your hand or the field. However, cards with 
an 'E' mark cannot be discarded). Monster Cards you discard are sent to the Graveyard. 


Turn End 
End your turn and start your opponent's turn. 


Each player's Graveyard displays the last Monster Card sent there. Spells or other effects 


that affect cards in the Graveyard affect the Monster Card currently displayed on screen. 
For example, using the Spell Card "Monster Reborn", would revive the Monster Card 
currently displayed in the Graveyard and return it to the field. 


| DUELS 
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VO 
This section explains the other game controls available on the Duel Screen. 


Press the R Button during your turn to view your opponent's hand. 
Press the R Button again to return to the previous screen. 


Hold down the L Button during your turn to dim the screen and display 
the ATK and DEF points for each card. Release the L Button to return 
to the previous screen. 


ye 
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Duel Rules 


_ This next section explains the duel rules. These rules are specific to this game, and differ from 
the official "Yu-Gi-Oh! TRADING CARD GAME* rules. 


VICTORY/DEFEAT CONDITIONS 


A duel ends when either player meets any of the conditions below: 


The first player to reduce his opponent's LP to 0 is declared the winner. 

If either player runs out of cards in their Deck and is unable to refill their hand, they lose. 

A player who holds all five of the "Exodia Series" cards in his hand at any time during a duel 
is declared the winner. If a player happens to hold these cards in her hand as a result of the 
initial draw at the beginning of a Duel, they win instantly. 

A player with the "Destiny Board" card and all four "Spirit Messages" cards in the Special 

Card Zone is automatically declared the winner. 


017 Right Leg of the Forbidden One 
018 Left Leg of the Forbidden One 
019 Right Arm of the Forbidden One 


583 Destiny Board 

584 Spirit Message “I” 
585 Spirit Message “N” 
020 Left Arm of the Forbidden One 
021 Exodia the Forbidden One 


586 Spirit Message “A” 
587 Spirit Message “L’ 
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© Duelists begin with a LP of 8000 points each. 
© Attack order is determined randomly at the beginning of a duel. 
© Only one duelist at a time can attack. The right to attack passes back and forth each turn. 
© At the beginning of each turn, you may draw one card from the Deck to put in your hand. If 
you already have five cards in your hand, you may not draw any more cards. 
© Cards are always placed on the field in face-down position. You may issue commands to or 
use cards after they are placed on the field. 
© Your turn ends when you have finished taking action (select the [Turn End] command from 
4 the Sub-Menu). 
© It is not necessary to place cards on the field or issue commands to cards on the field each 
and every turn. You may end your turn without taking any action. 


® You may place only one Monster Card on the field from your hand per turn. 

® You can place up to five Monster Cards on the field at one time. However, if there are 
already five Monster Cards on the field, you cannot place any new Monster Cards on the 
field from your hand (use the [Discard] command from the Sub-Menu to discard Monster 
Cards on the field). 

® You may only give one command to each Monster Card on the field per turn. 
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® Monster Cards are placed on the field in face-down position. They are changed to face-up 
position when you give them commands, unless you command the monster to [Defend], in which 
case it remains in face-down position. If you place a monster on the field, fail to give it a 
command and end your turn, the monster automatically switches to face-up Attack position. 

® Monster Cards in face-down position change to face-up position when they are attacked. 

© Once a Monster Card is placed in face-up position, it remains in that position until the end of the duel. 

© Monster Cards that are destroyed in battle or by spell effects are sent to the Graveyard, and 
as a general rule cannot be used again in the same duel. 


® You can place as many cards from your hand on the field as you wish during a turn. 

® You can place up to five Special Cards on the field at once. However, if there are already five 
Special Cards on the field, you cannot place any new Special Cards on the field from your hand 
(use the [Discard] command from the sub-menu to discard Special Cards on the field). 

® You can use as many of the Special Cards on the field as you wish during a turn. 

© Special Cards are placed on the field in face-down position and must remain so until they 
are used. 

© Special Cards that have been used or destroyed cannot be played again during the same duel. 
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® High-level monsters can only be summoned with a 
Sacrifice Summon, so it is necessary to find the 
required number of sacrifices. The number required Level5-6-- 1 monster 
depends on the level of the monster to be summoned. 


Level 7-8--» 2monsters 
Level 9 -12--- 3 monsters 


® To perform a Ritual Summon with a Ritual Card, you will need the specific Monster Card 
indicated on the Ritual Card and two more monsters to offer as sacrifices (the Ritual Monster 
does not need to be present in your Deck when using this Special Summon). 


The following rules are used to determine the amount of damage sustained by the monsters that 
battle during a duel. The following example is based on you attacking during your own turn. 
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Opponent's Monster is in Attack Position 


When your opponent's monster is in Attack Position, damage is determined by comparing the 
ATK points of both monsters. 


If the ATK points of your monster are greater than the ATK points of the monster you're 
attacking, your opponent's monster is destroyed. In addition, the difference in ATK points is 
subtracted from your opponent's LP. 


If the ATK points of your monster are equal to the ATK points of the monster you're attacking, | 
both monsters are destroyed. There is no effect on your LP or those of your opponent. 


If the ATK points of your monster are less than the ATK points of the monster you're 
attacking, your monster is destroyed. In addition, the difference between the ATK points is 
subtracted from your LP. 
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Opponent's Monster Card is in Defense Position 


When your opponent's monster is in Defense Position, damage is determined by comparing 
the ATK points of your monster with the DEF points of your opponent's monster. 


If the ATK points of your monster are greater than the DEF points of the monster you're 
attacking, your opponent's monster is destroyed. There is no effect on your LP or those of 
your opponent. 


If the ATK points of your monster are equal to the DEF points of the monster you're attacking, 
neither monster is affected. There is no effect on your LP or those of your opponent. 


If the ATK points of your monster are less than the DEF points of the monster you're 
attacking, neither monster is affected. However, the difference between the ATK and DEF 
points is subtracted from your LP. 


Opponent Has No Monsters 


If your opponent has no monsters in the Monster Card Zone, your monster attacks your opponent 
directly. The ATK points of your monster are subtracted directly from your opponent's LP. 
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Duel Controls 


The following section explains how to place and use cards during a duel. 


PLACE CARDS FROM YOUR HAND ONTO THE FIELD 


Position the cursor over the card in your hand that you want to place on 
the field. Press the A Button to select the card (press the B Button to 
cancel the selection). 

Position the cursor where you want to place the card on the field and 
press the A Button to place the card on the field (Monster Cards can 
only be placed in the Monster Card Zone and Special Cards can only be 
placed in the Special Card Zone). Once a card is placed on the field, 
you cannot remove it and place it somewhere else. 


COMMANDING MONSTER CARDS ON THE FIELD 


Position the cursor over a Monster Card on the field and press the A Button 
to display the command window. Select a command from the window and 
press the A Button to give commands to your monsters. Press the B Button 
to cancel the selection and close the command window. 

Once you give a monster a command, you will not be able to give any 
further commands to that monster. You can only give one command to each 
monster in one turn. 
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Place the selected monster in Attack position and attack your opponent or your opponent's 
monsters. 

When you select the [Attack] command and press the A Button, the cursor will move over to 
your opponent's field. Position the cursor over the monster you want to attack and press the A 
Button. If your opponent does not have any monsters on his field, when you select the 
command and press the 
A Button your opponent | eartact Sacr ifice 
is attacked directly. Defend Effect 


Place the selected monster in the Defense position. es 
Select the [Defend] command and press the A Button to switch the een 4 pai H ice 
monster to Defense position. ales a 
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Use this command to offer a monster as arrey — 
sacrifice when summoning a high-level monster aes be <A, 
to the field or performing a Ritual Summon. os 
Select the [Sacrifice] command and press the A (2) 
Button to offer a monster as sacrifice and . 
remove it from the field. 


Use the special effect of the selected Effect 
Monster Card. The Effect Monster Card must be Attack Sacrifice 
in face-down position to use its effect. Defend weffect 
Select the [Effect] command and press the A 
Button to flip the card to face-up position and 
activate its effect. 


Special Cards must be placed on the field before you can use them. Special Cards are destroyed 
after their effects are activated. 


» 
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You may use Spell Cards on the field at any time during your turn. 
Simply position the cursor over the Spell Card you want to use and 
press the A Button. 


Normal Spell Cards 
Position the cursor over a Normal Spell Card and press the A Button to activate the card's effects. 
Power-Up Spell Cards 

Position the cursor over a Power-Up Spell Card on the field and press the A Button. Next move the 
cursor over the Monster Card that you want to give a power-up to and press the A Button. The 
effects of the card are activated and the monster receives a power-up. 

Field Spell Cards 

Move the cursor over a Field Spell Card on the 
field and press the A Button to activate the effect 
of the card and change the field terrain. Field Spell 
Cards change the field terrain for both you and 
your opponent. 


Trap Cards remain on the field and are activated automatically when your opponent does 
something that meets the activation conditions indicated on the card. 
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In order to use a Ritual Card to summon a Ritual Monster to the field, you will need the 
specific Monster Card indicated on the Ritual Card and two more monsters to offer as 
sacrifices. The example below shows how to use the "Black Luster Ritual" to summon the 
"Black Luster Soldier’. 


Check that the Ritual Card "Black Luster Ritual", the required Monster 
Card "Gaia The Fierce Knight" and at least two monsters you will offer 
as sacrifices are all on the field. 

Decide which two monsters to offer as sacrifices. Select the monsters to 
offer as sacrifices and use the [Sacrifice] command from the command 
window to complete the offering. 

Next, position the cursor over "Black Luster Ritual" and press the A Attack Sacrifice 
Button. After the ritual has been performed, the "Black Luster Soldier" Defend Effect 
appears on the field in place of "Gaia The Fierce Knight". 
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The following steps explain how to perform a "Sacrifice Summon", which is different from a 
Normal Summon. 

If you want to place a Monster Card of level 5 or higher on the field from your hand, you will 
need to offer sacrifices (see P.49 for a chart showing the required number of sacrifices for 
each monster level). The example below shows how to summon the "Dark Magician" (Level 7, 
required sacrifices: 2). 


Select a monster to offer as a sacrifice and use the [Sacrifice] command § _ ae) R 
in the command window to complete the offering. Repeat this step until 2D ot ice 
you have offered the required number of sacrifices. um i 


After selecting two monsters as sacrifices, select "Dark Magician" from 
your hand and place it on the field. 
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WARRANTY 

Konami of America, Inc. warrants to the original purchaser of this Konami software 
product that the medium on which this computer program is recorded is free from defects 
in materials and workmanship for a period of ninety (90) days from the date of purchase. 
This Konami product is sold “as is," without express or implied warranty of any kind, and 
Konami is not liable for any losses or damages of any kind resulting from use of this 
program. Konami agrees for a period of ninety (90) days to either repair or replace, at its 
option, free of charge, any Konami product, postage paid, with proof of date of purchase, 
at its Factory Service Center. This warranty is not applicable to normal wear and tear. This 
warranty shall not be applicable and shall be void if the defect in the Konami software 
product has arisen through abuse, unreasonable use, mistreatment, or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI 
PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 


Konami of America, Inc. 
1400 Bridge Parkway, Redwood City, CA 94065 


CONSUMER SUPPORT 
If you feel stuck in the game, or just need a boost, don’t worry! You can call the Konami 
Game Hint & Tip Line for help on this software and all fine Konami products. 


Konami Game Hint & Tip Line: 1-900-896-HINT (4468) 
* $0.95 per minute charge 

¢ $1.25 per minute support from a game counselor 

* Touch tone phone required 

¢ Minors must have parental permission before dialing 


Hints are available 24 hours a day. Live support Monday-Friday 9:00 A.M. to 5:30 P.M., 
Pacific Time. Prices and availability are subject to change. U.S. accessibility only. 


eure KONAMI & 
ait 


Go to www.konami.com/usa to register your KONAMI games 
and get exciting news and information from KONAMI. 


When you register your game you will be automatically 
entered into monthly drawings to win FREE games! 
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